TEMPESTARII ARCHETYPE 


Oy eMPESTARII WARRIORS, AS AN OUTCOME OF RIGID 
training, gain access to weather-based 
magic, which enhances their fighting. 


PRESTORM SILENCE 


Starting at level 3, your attacks become infused with 
magic of the Tempestarii Order. 

At the end of each turn, all creatures you have 
attacked in that turn with a weapon are marked with 
Prestorm, one mark per an attack (including 
opportunity attacks on another creatures turns). 

The maximum number of Prestorm marks on a 
creature is dependent on its size, as shown in the table 
below: 


Prestorm marks 
up to 1 mark 


Creatures Size 
Medium and smaller 


Large up to 2 marks 
Huge up to 3 marks 
Gargantuan up to 5 marks 


Some of your features utilize your Prestorm save DC or 
your Prestorm Dice, which are calculated as follows: 
Prestorm save DC equals 8 + your proficiency bonus 
+ your Wisdom modifier. 
Prestorm Dice starts as a d6 at level 3 and changes 
as you progress in Figther levels: a d8 at level 8, a d10 
at level 12 and a d12 at level 16. 


You can make a Wisdom (Survival) check to determine 
general whereabouts of any creature with a Prestorm 
mark. 

Presotrm marks disappear after a number of minutes 
equal to 10 times your Wisdom modifier. 


DARK CLOUD 


Starting at level 3, whenever you hit a creature marked 
with Prestorm, with a melee attack, you can choose to 
execute a Dark Cloud effect, choosen from the options 
below: 


e Lightning. Your attack deals additional lightning 
damage, equal to a roll of your Prestorm dice. 

e Blizzard. The affected creature loses half of it’s 
movement and the next attack made against it is 
made with advantage. Both effects end at the end of 
your next turn. 

e Tornado. The affected creature rolls a Charisma 
saving throw against your Prestorm save DC. Ona 
fail, the creature is shoved 5 feet away from you. 
Large or bigger creatures can’t be affected by this 
feature. 


The choosen effect executes once per each Prestorm 
mark on the creature. Your attacks, which execute a 
Dark Cloud effect, don’t mark with Prestorm. 

Whenever you execute a mark of Prestorm, through 
this feature or another, the mark that you’ve executed 
disapears. 


CLOUD POINTS 


At level 7, you gain a number of Cloud Points, equal to 
half of your level (rounded up). You regain all your 
expanded Cloud Points when you finish a long rest. 

As a bonus action, you can expand one Cloud Point in 
order to gain 5 feet of movement for a number of 
minutes equal to 10 times your Wisdom modifier. 


LIGHT CLOUD 


At level 7, you gain an ability to enter the Light Cloud 
state. You enter it automatically, after you move at least 
20 feet in one direction. While in Light Cloud you gain 
the following benefits: 


e You and all of your equipment weight nothing (you 
don’t gain this benefit if your armor has a Strength 
requirement which you don’t meet) 

e Your jump range is doubled 

e When you take the Attack action on your turn and 
you have an Extra Attack feature, you can move in 
between your attacks. 

e Your AC against opportunity attacks has an 
additional +1 for each 5 feet of movement you have. 


Light Cloud ends if you stop moving or your 
movement falls beneath 20 feet (includes falling prone 
and so on). 


SILENT SKY 


Starting at level 10, you can expand a bonus action to 
mark with Prestorm a creature you are touching. 
Additionally, when moving, you can choose to make no 
sound and blend with the air, gaining an advantage on 
stealth checks. 


AN ABILITY 


At levle 15th, you gain an ultimate ability, a powerful 
effect with a high requirement, a high number of 
prestorm marks on the battlefield or something. 


CLEAR SKY 


Starting at level 18, you can expand 3 Cloud Points, as 
an action, in order to cleanse one condition that affects 
you and instantly enter Light Cloud. 


